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"Madaywyko Tpapa Anpotikng Ekmaidsuong, EBvikO kat Kamodiotplako Navemotipio
ABnvwv/Avwrtatn IxoAn Nadaywykng kat TexvoAoytkng Exmaideuong
Nadaywytko Tpnpa Anpotikng Ekmaidsuong, EBviko kat Kamodiotplakd Mavemotipio
ABnvwv

NepiAnyn

H napovoa epyaocia mapovotadet ta anoTeAeopata pidg MAOTIKIG EPEDVAG IIOD OKOTIO £Xel TOV OXedlaopo
kat vlomoinorn evog Owaxtikov oevapiov STEM mov evoopatover texvoloyieg Emaolnupéving
IMpaypatkomrag (Augmented Reality-AR) xat ewdwotepa ) ovokevr] AR-Sandbox, kabog xat v
adlohoynon tov oevapiov amo 15 @ottntég/ rotytpleg tov Tprjpatog Exmaidevtikov IToAttikov
Mnyavikov g A.ZITALT.E. T'ia tov okomd avtd oxediaotnke pua Tpiopn Sidaxtikn napéppaorn pe
opaotpotteg STEM, 1 onoia vlonou)Onke pe tm xprion dvo ovokevav AR-Sandbox. Qg epevvnTiko
epyaleio adloAoynong xpnotporou|fnkav ot TPl DIIOKAIPAKEG TOL €PELVITIKOL epyaletov Intrinsic
Motivation Inventory (IMI), Interest/Enjoyment, Effort/Importance xat Value/Usefulness. Ta
anotedéopata g €pevvag eival OeTikd Kat yla Tig TPEG DIOKAIAKeG TOL xpnoiporoudnkav.
Yoykekppéva kataypaenke M.T. 6,45 ywa myv omoxhpaka Interest/Enjoyment, M.T. 4,92 yia v
Effort/Importance kot M.T. 6,30 yia v Value/Usefulness.

A€€eig KAe181a: AR-SANDBOX, IME, STEM

Elcaywyn

H Enavénpévn Ilpaypatikomta (Augmented Reality-AR) éxet epappootet oe didgopa
eKIIAeLTIKA ePIBANOVTA Kat yid peydAn HOKIAA eKITAOEDTIK®V OTOX®V, PeTAld ToOV
omolov ef¢yovoa Oéon katéyet i) exnaidevorn) STEM (Psycharis et al., 2023). H aoinorn tov
apifpod dnpootedoewv yia m xpron g Enavnpevng IMpaypatikotntag oe eKImatdenTikda
neptBdAlovta toviet v mpootiBépevn adia g oe KavoTopeg IAdAY®YIKEG EPAPHOYES
(Garzén & Acevedo, 2019). H xpnowpomrta g EmaoSnupévng Ipaypatikomtag oty
exnaidevor STEM éxet texpnplobel oe apKeTég MePUITOOEL, TOOO Ot EMONPa EKIAOEDTIKA
neptBaAlovta (ota omotia éxovv mpayparonotndel ot meploootepeg pehéteg), kKabog Kat oe
eCwoyoAikd exmatdevtikda meptparovrta (Salmi et al., 2017). Mmnopetl va amookomnei otnv
evioyoor) g evvoloAoyIkr|g Katavonong tov padntev/ tpwev (Ibihez & Delgado-Kloos, 2018)
kabwg xat g emilvong mpoPAnudteov (Fidan & Tuncel, 2019). H AR pmopet va
Xpnowonowfet oto gpyaotr)pro 1} oty tadn, kabwg kat and kabe pabny/tpua Eexopotd 1)
oe ovvepyatikég dtadikaoieg pabnong (Fonseca, et al., 2014- Wang et al., 2014). H evoopdtoorn
g texvoloyiag AR otmv exnaidevor) STEM npoo@épet onpaviikég Suvatotnteg yida tmy
evioyoorn oV pabnolak®v eUIEPLOV TOV eKITAIOeDOPEV®DY, PEo® g obvOeong OempnTik®V
YVOOE®V HE EPAPHOYEG O IPAYHATIKA HePIBAAAOVTaL

To AR-Sandbox amotelel pa KaTaokevr) mov obvOLACeL Eva PLOKO KODTL e IPAYHATIKY
AP0 Kat évav WPHQLaKd IpoBalAOIevo TOITOYPAPLKO XAPTH 0TV EMPAVELD TG TUHOD HE T
Borjfeta evog awobnuipa xat evog mpoPoAéa. H yneuaxr) mpoPoAr) mpooappoletat oe
IIPAYPATIKO XPOVO, KaB®Mg 0 XPI|OTNG TPOIIOIIOLEL TNV EMPAVELI T1)G AP0V, EMTPEIOVIAS P
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alMnAenidpaon) petald g PLOIKAG Kat g Yn@lakng mpoPolrg tov avayivgoo. To AR-
Sandbox Owabétet T OGuvvatoTnTa TPOPOANG XPOHAT®V, 100DYPOV KAPIDA®Y KAt
npooopoioong g Ppoxts. Baoifetat oe Aoylopikd ehedOeprg mpooPaong pe avalvTikeg
o0nyleg kataokeor|g, eykataotaong kat Aettoopyiag ano to UC Davis' W.M. Keck Center for
Active Visualization in the Earth Sciences (KeckCAVES).

MebBodoAoyia

2KOMOG TG EPELVAG ITAV 0 OXedIAONOG KAt 1) AOIIOiNor) evog d1daxtikov oevapioo STEM oo
Oa evoondatove texvoloyleg AR kat edwotepa ) ovokevr] AR-Sandbox, xabwog xat v
adloAoynon tov oevapioo amo gottnteg/ gortrtpleg too Tprjpatog Exnaidevtikov IToAttikov
Mnyxavikov tmg AXZIIALTE. Twa wmv vlomoinorn 7tov Sdaktikod oevapioo
kataokevdotnkav 6vo AR-Sandboxes. To detypa g épevvag amotélecav 15 gottntég/ Tpteg
(8 yvovaixeg xat 7 avipeg) too Tpnuatog Exnadevtikov IToAttikeov Mnyxavikev g
AZIIALT.E.. To epeovnukod epotnpa mov dtatvnmbnke rfrav to akolovbo: Towa etvar n
EUIIEPLA TOV COPPETEXOVIOV/ ODOROV AIIO TO eKIIAOLTIKO oevaplo STEM odpgova pe Tig
vroxAipakeg Interest/ Enjoyment, Effort/Importance kot Value/Usefulness, Tov gpevvntikon
epyaletov Intrinsic Motivation Inventory (IMI),.

H ¢pevova vlomou)Onxe xatd 1o eapvo egaunvo tov axkadnpaikod &tovg 2023/2024.
Zoppeteiyav oovodwkda 15 gottntég/tpleg tov 3ov £€tovg tov Tpnupatog Exmaibevtikov
IMoMtkewv Mnyavikev g A.XITALT.E., oto mlaioo tov epyaotnplakod pabrpatog
"Epappoopévn TI'eomnpogopikn)". H ddaxtikr] mapéppaon STEM vlomou)dnke oe éva
epyaotnplako padnpa, xpovikrg dtapketag tpmv (3) @pav.

To OWaxktko oevaplo oxedidotnke va mephapPavel tpelg OpaotnPloOTTeg Ol OIOoieg
oovdvafovv Kat ta téooepd yvaotikda aviwkeipeva toov STEM (Emotrpn, Teyxvoloyia,
Mnyavixi) kot Mabnpatikd) Kot Ipocopotadouy o€ Ipaypatikd IpoPArpata Moo evoeyetat
VA AVTIPETOIIOEL KATIO10G HNYAVIKOG. ATIATTODOE T1) dNpiovpyid LOK®V POVTEA®Y edAPOovg
oo KAIpaKa 1] XWPig KAt IIPOOOHOI®ON TOL @PAIVOHEVOD TNG HANPPLPAS He XPION)
texvoloywwv Enaoinpuévng Ipaypatikotntag g ovokeovrig AR-Sandbox.

Yoykekppéva, 1 Sbaxtiky] mapépPaon opyavebnke, dapylkd, oe SO MEPAPATIKEG
dpaotplotnteg, Paotopéveg otnv kabodnyoopevn Siepeovruin pdbnon (Guided Inquiry-
based learning). X ovvexewa akolovfnoe éva mpoPAnpa avoiktod tOIIOL, PAciopévo ot
pabnon péom oxedraopov (Design-based learning) yia tnv emiloor) tov omoiov avatédnxe
otV opada 1) 00V TG KATACKEDI|G EVOG PLOLKOV POVTENOD, I AVAADLOT eVOG TIPOPAnaTOg
KAt 1] epdppoyr) g Adong oe éva {tnpa pnyavikng. Ot gottntég/ gottrtpieg X@PLOopevol/ eg
oe 000 opdadeg epyaoctiag, eKTENeOAV Tig TPELG OPAOTNPIOTITEG TOL POAAOD £PYAOLAG TTOL TOVG
d00nxke, otig 6vo ovokevég AR-Sandbox mov eiyav eykatractabel oe eldKa dapopPopévo
xopo. H epyaocia ftav opadwkr] pe tov/tyv epeovnty)/epeovyTpla o8 PONO EMOMTIKO,
OPYAVOTIKO Kat Pondntiko. Apxikd ot ovppetéyovieg/ ovoeg extéAecav ) dpaotnpiom)ta 1
mov a@opd TN Onpovpyia @ookedv poviédev oto AR-Sandbox kai T Otepedvnon
EPATNPATOV OXETIKA HE TO AVAYADPO KAl TV ToHoypa@ia. Xt ovveéxela ONOKAIPOOAV 1)
dpaotplotnta 2 moo agopd TN dnpovpyia eookev povtehov oto AR-SANDBOX kat 1)
O1lepebivnon ePOTUATOV OXETIKA HE TI) POL] TOL VEPOD KAl TO PAIVOHEVO TIG MANPVPAS.
Télog, oAoxArjpooav pe T Spactpotnta 3 mov a@opd TNV emiAvon evog avolytod
IIPAYPATIKOD IPOPAIIATOG TIOL 0TV HEPITTMOOT) PLag 1TaV 1) avTUANpvPikr) Oopdkion piag
IEPLOXNG HE AVIUWANMHLPKA €pyd IPOKelpévov va mpootatevfel amd pua apvidia
IAnppbdpa. Xtovg/ Xtig gottnteg/ pottrTpieg 000NKE, £MIONG, £VAg TOIOYPAPIKOG XAPTNG DIIO
KA\ipaxa Bdoet Tov ormoiov dnPOvPYNOAV TO PLOKO POVTENO TG Imeploxt)g oto AR-Sandbox
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ya va xopobetrjooov Tov owkiopo. Me Pdaon 1o @uowO Hpoviého, éxavav vrobéoerg,
IIPOCOOIROELG KAl PETPIOELG EMADOVTAG To IPOPANpA oL Tovg eiye avatedel, onpeidvovtag
TIG ATIAVTHOE1G TOVG 0TO PLANO epyaoiag. Qg fondNTIKA LAKJ, yia TV ektéAeon TG TeAevtaiag
dpaotpotrag, dobnkav extonepéva oe 3d-printer, xtipa, @pdaypara, oévipa kat dAAa
avtikeipeva. Metd v oAoKA1)p@Or) TOL EPYAcTNPELAKOD PAdNpatog ot QottnTeg/ QottrTpleg
OLHIANPOOAV TO EPATNHATONOY10 TG EPELVAG.

Qg epevvNTIKO epyaleio xprowponodnkav ot Tpelg vrrokAipakeg too Intrinsic Motivation
Inventory (IMI), (Interest/Enjoyment), (Effort/Importance) xat (Value/Usefulness). To IMI
avamtoyxOnke ano to Rochester Motivation Research Group (Ryan, 1982, 1983) xat eivat éva
ITOALOLIOTATO EPELVITIKO epyalelo pétpnong mov mpoopifetal yia v adloloynon g
DITOKEPEVIKI]G EMIIELPIAG TOV OLHHETEXOVI®V/ODOMV O OXEOon pe pia Opaotnplot)ta oe
epyaotplakd nepdapata. To epeovntikod epyaleio altoloyel péxpt kat ¢t LITOKAIpAKeS pe
epotpata oe pua 7padma khipaxa Likert (1: KaBolov alnbég, 4: Atyo ainbeg, 7: TTohd
alnbég). To epotpatoldylo peragpdotnke Kat eAéyyOnke ywa v amodoorn tov oty
eMViKT) YA@ooa artd Svo PUGTKOUG OPANTEG g ayyAKr|g yAdooag.

AnoteAéopata

INa my e§aymyr) 1OV arroteA\eopdt®V £y1ve arodeATinon TOV EpOTNHATONOYI®OV, ELCAYDYT) Kat
eneCepyaoia tov dedopévav oto Excel.

YrokMpaxa (MT)

Lnterest /enjoyment
645

0 evBrapdpovnt

Value/ uselulness

Zxnpa 1. Epotpara, M.T kat score Tov Tp1@V vnokAMpdkwv tov IML

I'a tov omoloylopd Tov OLVOAKOL amoteAéoparog axkolovdrnkav ot odnyleg moo
avagépet o oxedwaotig oo IME. To oxnua 1 mapooowdlel Ta epompatd Kat Ta
AIMOTEAEOPATA TOV TPL®V DIOKApAK®V tov IMI. H tir) too Cronbach’s a mov vrmoloyiotnke
(0,84) eivar apkety ywa va eSaopaiioet v adiomotia tov epotnpatoloyiov. Tiaég
Cronbach’s a nave ano 0,7 eivat enapkeig yia mv e§acgdalion g adtomoriag.

Tupymepdopata

H avalvon tov dedopévav trg mapovoag gpevvag Oelyvel OTL 0L QPOLTITEG/ POLTITPLEG TOV
detypatog Bewpnoav ) dpaotnpiotnta STEM pe mv ovokeor] AR-Sandbox, og 16waitepa
evOuagépovoa kat Swaokedaotiky) pe M.T. 6,45, exppalovrag mapd\\nha v dmoyr) ot
arotelel pa dpactprotta pe vynAn adia xatr xpnowpotnta (M.T. 6,30). Q¢ mpog v
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npoondbela moo kataPdalave ot QoLtnTeG/ QortrTpleg, PAvnke va pnyv Bempoovv diaitepa
dvokoAn T Spaotnpotta (epotipata 8, 9, 10, 12) kat va MmOoTedOLY OTL VAl APKETA
onpavtikn (epotnpa 11).

Aedopévoo Tov MmePlopopon TG IAPOLOAg EPeLVAS MG IIPog To detypa kat v advovapia
YeViKeDONG TOL AIIOTEAEOPATOG, Kpivetal g avaykaia 1 dieaywyr) épeovag peyaldrtepng
KAlpakag, pe oxkomo TV adtoAoynon Tov Owdaktkov oevapiov STEM amd tovg/Tig
ODHHETEXOVTEG/ ODOEG, EVIOYLOVTAG £T0L TV evompdteon Opaotnprottov STEM pe
ovokevr] AR-Sandbox otnv exniaidevor). Emum\éov, 1) épevva Betet évav akopn npoPAnpatiopo
yia v nepattépe dlepedvnon g aroteAeopatikottag g didaxtikrg napéppaong STEM
pe to AR-Sandbox otnv avdmtodn xopkov 8e§lot)Tav Kt 0Ty KATavonorn emoTHOVIKOV
EVVOL®V IOV AIITOVIAL TOD AVAYADPOL KAl NG Tomoypagiag, oe cOYKPLon pe Mapadootakég
O10aKTIKEG ITPOOEYYIOELS.

Euxapiotieg

Oeppég evyaptlotieg exppaloviar otov Ewdwod Aoyapraopo g AZITALTE. yia 1

Xpnuatodotnon TG Mapovoidaong g MIapovodg epydaoiag péom tov IIpoypdappatog
"Evioyvon tng Epeovag oty A.ZITALT.E."
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